ng game, players become Wizards, Heroes, 
V as they venture down unexplored dungeons in 
Sune | ind'adventure. A full description is available on 
lease). -- £6.75 
3 magic, monsters & combat system «£3.40 
- 2nd D&D Supplement. Hit location, "Temple of the Frog", etc. +--£3.40 
ELDRITCH W \ARDRY — 3rd-D&D Supplement. Psionic ability, super-treasures ...£3.40 
GODS, DEMI-GODS & HEROES - 4th Supp. Rules for incorporating 'The Gods! ...£3.40 


SWORDS & SPELLS.~ Miniatures fantastic wargames rules for use with D&D «--£3.40 
CHAINMALL~ Medieval miniatures rules’ with combat system and fantasy supp. .--£3.40 


MULTI-SIDED DICE SETS = 4,6,8,12 & 20-sided dice for use with D&D etc. 2+ -£1.95 
THE CHARACTER ARCHAIC - Character record sheets and Gamesmaster's h/book. . £2.25 
CHARACTER SHEETS -— Our own sheets, now litho printed Per20 ... .50+ 


= 


Fantasy Games & Rules 


BATTLE of the 5 ARMIES — Based on the infamous battle from "The Hobbit" + +-£3.50 
CITADEL ~— Quest within a wizard's tower. Includes floor plan maps and cards peice seo 


DUNGEON .- Dungeon adventuring on a simplified level. 186 cards, map, pieces ...£7.95 
EMPIRE of the PETAL THRONE - The ultimate fantasy game. Adventure and 

explore Prof. Barker's fantastic planet Tekumel --£16.75 
LANKHMAR - Fritz Leiber's own game based on the fantasy world of his novels «+£6.95 


WAR of WIZARDS - Spells at 50 paces as two mighty wizards duel to the death ++ £4.95 


WHITE BEAR & RED MOON -— Magic@@yombat in the land of Dragon Pass ++ £6.95 


Misc. Role-Playing Game Rules 


BOOT HILL ~- Rules for individual-level wild west adventures +--£3.40 
EN GARDE! - The game of social climbing, womanising and drinking in the 17th C...£2.75 
GLADIATORS - A realistic simulation of gladiatorial combat without dice 22 £2.25 


PREHISTORIC ANIMAL COMBAT - Put on your dinosaur suit and fight to the death .. .70+ 


War Games 


1066 —- The battles of Stamford Bridge & Hastings. Illustrated counters. Lots of bits. £8.25 
FIGHT in the SKIES - WWI aerial combat. Die-cut counters, map, etc. ++. £6.95 
LITTLE BIG HORN - Custer's Last Stand. Die-cut counters, map, etc. «+ £6.95 
MERCENARY ~ Bribery and corruption in 16th Century Europe. Map, rules, c'ters..£2.35 
POOR BLOODY INFANTRY ~- WWII infantry-level combat «+-£1.60+ 
OPERATION MARKET GARDEN - Assault on the Rhine bridgehead «--£2.50+ 
DO-IT-YOURSELF GAMES - (David Watts) - "Marching to Richmond" (American 

Civil War), "The Pennine War" (Fictional Lancs. vs. Yorks. battle), "The 

Peninsular War" (Wellington's Campaigns in Portugal & Spain) @a.... .48+ 


"THE PENINSULAR WAR" (Shire Publications). Not a game, but a book on Pen.War. .30+ 
Miniatures Rules Sci-Fi Games SC FOVAHV 
ene aS) oe er“_"?: BN aloe 2h 3 (Ol 
Cavaliers & Roundheads (ECW)...£2.25 | STAR PROBE (Exploration @ ||P 9 3 8 ee ra 
Classic Warfare (Ancients)... .£6.75 Conflict in space)...£4.25 6 a i § o 8 86 
Panzer Warfare (WWII tanks). ..£2.75 STAR EMPIRES (1st Sup- 28 < a3 ay 
Tractics (WWII arm/inf. Boxed...£6.75] _ plement to S. Probe)... 2 |ln BO Ge. 3 2 
Tricolor (Napoleonics). ..£3.40 GALACTIC WAR (Battle be- ||} * z ao Ss g St 
Air Power (WWII aerial)...£2.40 f tween 2 starfleets)...£1.00||< 5 2 goo a m 
Don't Give Up the Ship (Sailing ship 228 3 gs 

combat). ..£3.40 Games Workshop catalogue OS® oe 
...10p + 6%p stamp Bho s 
++ Trade enquiries welcome++ i o 
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However, this latest contribution to the strangling inflation 
Sy down, especially not by the Insomniacs Society of 
98 rally in Hyde Park on Christmas Day. "We've had enough," 
iSt\no \s ao tomatoes and pillow cases and now O&W going 

had to be. 


F games and lunacy, only this time the venue will be 
shélsea Town Hall (s je “be ow for hard sell advertising). The latter is our first try at a sort 
Dungeons & Dragons public relations job, where we hope to help the bewildered novice as 
well as offering suitable dungeons for the fanatic to explore! D&D-DAY is to be held at” 
Bulham TownsHall on March) 12 (s page 8 for details). Although we do not expect as maay 
people 'ts attend DR D-DAY’as' they do’EAMES DAY, we do expect sufficient to warrant trade 
stands (games, figures etc) and competitions. But, we need your help in one department — 
Cungeonmasters. Please write in and tell us if you are willing to let people loose down your 


Cungeons and state whether you want to handle a Novice, Intermediary or Expert game. And 
if you would like to help in some other way then let us know as we'll need all the ideas, help” 


and suggestions we.can get. More next month. 

Friends, Romans and Countrypersons, lend me your writing talents by entering our articles 
competition. At this moment in time there is only going to be a prize awarded in the Fanta 
section as there aren't enough, as yet, in the War, General or Funny (ha, ha) sections. In 
case you've forgotten the deal, see last month's Editorial. 

Last but not least, a carrot to dangle before you. TSR have just about completed the pro- 
duction of a new role playing game. This one is a Science Fiction game entitled, rather 
surprisingly, Metamorphosis Alpha and not Asteroids & Armpits as you'ld expect. We don't 
know much about it except that it is a role playing game 'with a twist' to quote TSR. Price 
unknown but we expect to have it in stock late December/early January. 


Take it easy, 


DAY 


at CHELSEA TOWN HALL, 
KING’S ROAD, LONDON SW3 
on Saturday, February 12, 1977 


ADMISSION : Adults 40p 
Children 20p 


10.00 am - 6.00 pm 


HOW TO GET THERE: 


TOWN 
HALL } L 
KING'S Rd ao 
7 7 1 fe Sloane Sa 


Oakley St 
DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 tube 
(tel: 01 749 7049) 


STALLS & DEMONSTRATION & INVITATION GAMES * EXPERTS * COMPETITIONS 


TIME : 


W2Y) SOE. 


New members this month are: 


Jim Waugh - Edinvillie, Gartly, Huntly, Aberdeen ABS 4RS (DM) 
Martin Collinson - 159 Coldharbour Lane, Camberwell, London SE5 
Julian Goddard - Room 79, Park House, Hulme Hall, Oxford Place, Manchester. 


Arthur Cruttenden - Idiocy Couchant, 31 Heath Lodge Site, Welwyn, Herts. 
BEGGS HOGG G GGG IGOIOOSIGOIOO IDOI SIGIGGRISISSIOGIG IO IGICIGI IED IS SIG 


**The D& D Society is free and open to all — simply send us your name and address*t} 


=| i = 7 
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After last month's announcements and pleas for D&D Soc. members to participate, sev— 
éral people have expressed interest in helping with organisation, etc. First of all, we still 


*need more offers! Please get in touch if you are interested. 


Secondly, we propose to hold the first actual meeting of the D&D Society at Games Day 
on February 12. Hopefully we will be able to arrange a few things then. The second meeting 
will be one month later at D&D-Day, on Saturday, March 12 in Fulham Town Hall. Please 


try to attend one of these meets. 
Now on to the letters... 


Dear O&W, 

How about asking for comments on some 
of the 'strange' underlying rules — by this I 
mean things such as 'Clerics cannot use 
edged weapons', 'Magic—Users cannot wear 
armour' etc. This type of rule does not give 
a good secondary reality for the Fantasy Un- 
iverse. I feel that one would be better off 
with rules that allow these things but penal- 
ise users in such a way as to keep a balance 
between types (Magic—-Users, Fighters, etc.) 
ie. wearing metal armour reduces the effect 
of magic to 25% and chance to 25%, though 
not Cleric-magic which is external, ie. 


aoe 
Goce ivens Ed Walsh 


++How about assuming that Magic-Users are 
somewhat snobbish about their art and de- 
test physical combat? By not wearing ar- 
mour they are therefore not usually expec— 
, ted to engage in fisticuffs. Anyone buy that? 
Clerics could be forbidden by their gods to 
draw blood, hence they can only used non- 
edged weapons, which are more likely just 
&to-stun. Anyone got any better ideas? SJ++ 


Dear O&W 

One of the tricks I use in my dungeon is 
@ room or passage which causes Magic— 
Users to forget a spell. This may be done by 
level, by a random choice, or may erase all 
his spells (What a nasty trick!). The point 
is that the poor bloke won't notice it until he 
tries to use the spell. This is especially 
geod if you wipe out levitate or fly spells, 
then drop him down a 60ft. well! How can he 
get out? Simple - he puts a web across the 


well and falls into it, then he yells for help. 
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Dear O&W, 

Welcome back to civilisation. Before you 
went, you published an alternative combat 
table drawn up by myself for use in D&D 
(O&W 17). I don't quite think that the table 
was adequately explained. 

The 'monster level’ referred to in the 
formula above the table is the same as the 
monster fighting level down below the table 
(= monster hit points/4), and the monster hit 
points are those remaining after the previous 
melee round. A possible addition I have 
thought of is to allow the monster, when it 
reaches 10% of original hit points to either 
continue as normal or make 1 or 2 attacks 
at its original strength and then collapse (a 
last desperate effort). 

I have also, since purchasing a calculator, 
equated score on Intelligence 3-18 with IQ on 
the Cattell scale. To forestall any objections 
From more mathematically—-minded readers, 
yes, I do know that one is discrete and the 
other continuous and equating the two is ab— 
surd, but then the whole thing is just a tiny 
bit silly anyway, isn't it? 


Dice IQ Dice IQ Dice IQ Dice IQ 

3 41 w 72 11° 104 15 136 
4 49 8 80 Toe Ae lS) 143 
5 57 9 88 TSO) Ay 151 
6 64 10 98 145 123) 13 159 


As a comparison, the population average 
is 100, University graduates will normally be 
120+, Mensa membership requires 148+ and 
the Genius level is defined as 160. 61% of the 
Population will lie in the range 80-120. 

Ian Moseley 


1) Forced March (Y= Cost: 5 MP 

This spell allows one ‘Human Infantry unit 
to move at double speed for one turn. The 
Sorcerer must be with the unit when he casts 
this spell. 


2) Direct Vortex - Cost: 10 MP 

This spell, when cast at the same time as 
the vortex is created, allows the Sorcerer to. 
choose in which direction it will travel, for 
that first move only. 


3) Counter Invisibility - Cost: 3 MP 

This will reveal any invisible units in any 
one hex which is of the same colour or colour 
over which the Sorcerer is dominant. 


4) Battle Lust - Cost: 5 MP 
Allows one Human Infantry to attack at 
double value for one turn. The Sorcerer must 

stay with this unit during the combat phase. 


5) Temporary Conversion - Cost: 10 MP 
Allows the Sorcerer to convert any colour 
hex to his own colour for one combat phase, 
so enabling magical units to gain the maxi- 
mum colour augmentation. The Sorcerer 
must be in this hex for the combat phase in 
question. 
+4+DJGH 


LeTTEZS 


SUBSCRIBE 


CWL & WEASEL - 20p plus 6%p postage 


THE DRAGON - TSR's Fantasy gaming 
magazine - £1.25 inc. postage 


LITTLE WARS - TSR's Wargaming mag- 
azine - £1.25 inc. postage 


Subsciptions to all these magazines are 
available through the Workshop. Send in 
any amount over £1 (for Weasel) or £2.50 
(for Dragon and Little Wars) and you will 
be sent copies as they come out. 

As at this moment in time there are three 
issues of The Dragon and Little Wars 
available. 
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Dear O&W, 

Now you two, how about increasing 
the chat on orthodox war gaming and reducing 
the fantasy aspect. General news of the games 
world is interesting and I would have thought 
your trip to the States would have produced 
something worthwhile from the home of the 
modern board wargame and not just baseball! 


All the best, 
S. Willimont 


++1 would agree that in recent months we have 
concentrated on fanasy games but then that's 
the way of the world at the moment.Even the 
two great wargame manufacturing kings, AH 
and SPI realise that fantasy gaming is here to 
stay and have jumped on the bandwaggon to get 
a piece of the action. AH have just released 
Starship Troopers and SPI have just added to 
their existing fantasy range with Outreach. I 


personally believe that fantasy games are a lot 
more fun and flexible than orthodox war games, 


less gruesome to the critics — killing an Orc 
is more acceptable than killing a Man, much 
more imaginative and and more interesting if 
you consider the role of magic. That's not to 
say we're against wargaming, we're not, but 
its absence from these pages is due to the 

above and also the fact that we hardly ever 


receive any articles (not one yet for our comp- 
etition category: War) or are there any notable 


new war games on the market. If you would 
like to write an article or two Mr Willimont, 
then we would gladly print it but in the mean- 
time, we go with the flow. IL++ 


Dear O&W, 
I note you found RGI games when 


you were in the USA. I did a review of Holiday * 


and Patton in Albion 47 if you are interested. 
A reprint costs you absolutely nothing! 
McArthur is just like Patton but with different 
maps (and in bookcase format). I don't agree 
with you about the 'rubbish! as you will see 


From the reviews. They aren't likely to set the 


world on fire, but as simple war games they 
take some beating. Restrict your interest to 
those RGI games designed by Sid Sackson and 
you won't go far wrong. 


Cheers, 
Don Turnbull 


+4+Thanks for the offer of a reprint Don; we'll 
take you up on it next month. Who says O&W 
IL ++ 


News 


CLUBS. 


If you are living in west London, like 
AH and SPI war games and do not have 
an opponent, then you should go along 
to the Ealing Games Group meets who 
specialise in these here thingies. 
Meetings are every Wednesday at 6.45 
at the Northfields Mission Hall, North- 
Fields Avenue, Ealing, W13. 


PCSTAL GAMES 


Don Turnbull, 5 Greenlands, Red Cross 
Lane, Cambridge CB2 2QY needs some 
players for Madame Guillotine, War of 
Wizards and Kingmaker (Philmar or AH) 
to be run in COURIER. 


LSED GAMES 


Dave Taylor, 53 Gorville Road, Bootle, 
Merseyside LE0 SLW has the following 
games for sale: 


Revolt in the East £1.00 
Combined Arms £1.50 
Freiburg £1.00 
Nordlingan £1.00 
Saipan £1.00 
Freidland 1807 £1.20 


All prices include p&p. 
GAME AWARD OF THE YEAR 


The number 13 is unlucky for some 
but not for us if you look at Games & 
Puzzles this month. Dungeons and 
Dragons zoomed straight into the 
Top Twenty at number 13 much to 
our surprise. Anyway, next year it 
must be number 1 and if you voted 
this year, thanks. 


PETROPOLIS 


Probably the rip off of the century 

in the games world is Petropolis, a 
below average Monopoly rehash, the 
£400 gold plated version some of you 
will remember our mentioning last 
year. The game was 'conceived' by 
Baron de Somebody or other in his 
Paris apartment and already some 
freak Sheik has ordered a Boeing full 
of them. Last week there was a 
London Championship with exotic 
prizes and Bendy Tcys are Producing 
commercially at £6.00. Poo. 


Patience or how to lose it 


Games playing is a pretty professional hobby 
these days and nobody has to be told just how 
many games there are on the market. However, 
it wasn't always so and you only have to look at 
a few old books on games to see what silly stuff 
our parents and grandparents had to put up with. 
I recently bought a junk shop special; a book 
entitled 'Games of Patience and Other Popular 
Card Games', published in 1926 by Robert South 
Limited and costing the princely sum of 6d, if 
anybody can remember what that was. 

The book describes over 100 games including 
such classics as Bi-coloured Heaps and the even 
more enticing Coon-Can but is written in such 

a boring and moronic style that one can only 
marvel at the conclusion that the English language 
is in a state of constant change (for the better). 
Here's what I mean: 

ORACLE 


This game may be used by ladies to decide whethe 
their future will be governed by the goddess of 
Beauty, or of Wealth, or of War, or of Wisdom. 
Let us suppose that the Queen of Hearts represent 
the goddess of Beauty; the Queen of Diamonds the 
goddess of Wealth, the Queen of Clubs the goddess 
of War; and the Cueen of Spades, the goddess of 
Wisdom. 

First place the four Queens in an open square, anc 
deal from the pack a card of the same suit, on bot 
sides, and above, and below, to form her Court. 
The card above her cannot be moved; the other 
three may both capture and be captured. 

Continue dealing until one court is complete, and 
is therefore ready to attack the others. The battle 
can begin as soon as the next card of the suit turn: 
up. This card may capture any card of its value ir 
the other courts (apart from the cards above the 
Queens). The captor and the prisoners are laid 
above the Queens, whose three other courtiers are 
then free to capture others of their own value. 
These are placed beneath them. 

If a card turned up cannot find any courtiers to 
capture, it is placed on the top card, the unmove- 
able card of the Court, and another is turned up 
from the pack. In this case, another Queen may 
have her turn. Continue until the pack is finished. 
Then count the cards, and the Queen or "Influence 
that scores the most, wins. Aces are counted as 
four, Kings as three, Knaves as two, and all 
other cards as one each. 

There you have it, programmed learning at its 
very best. . 


++1L++ 


NE 


es hobby, is intending to get his free-form Fantasy game, "Mid- 
Below Follows a@ reprint of "Mail from Mordor" which outlines 


_ his proposals. “EY and Subsequent issues may be obtained for the price of a return 
\A\ stamp/from Hantley atrFinc! 7. Cambridge Rd, Beaconsfield, Bucks, HP9 1HW. SJ++ 
\ j 
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oF News from Bree" and one of the best known and well- 


a world the size of Europe, vastly complex trade 


It was large’ in m : 40pp'<: . 
Inspectors never mind the poor Gamesmaster. Sur- 


sithat would nave confuséayHM Tax 
prisingly, it ran fora reece ‘before collapsing. . 

The Midgard spirit didn’t die, though. It spawned several derivatives in America, at 
least two of which are still running, and one recently discovered in Australia. These have 
been cross-bred with "Dungeons & Dragons", of which more later. 

Since then I've become tied up in other fields, editing a Postal Diplomacy fanzine and an 
SF/F fanzine. More recently I've come back to the original Midgard idea - it was one of the 
most interesting schemes I've been involved with and I've been slowly putting the world back 
together again. 


Defining. The kind of games I'm really concerned with here aren't too easy to pin down. They 
are essentially postal, in that players may meet and negotiate but they will be sending moves 
to an Umpire or Gamesmaster who works out the result and sends this back. They are gener- 
ally 'one-off' games with unique rules written for that game only. And they are, invariably, 
complex. 

Excluded are those games with set rules catered for elsewhere. There are several dozen 
Postal Diplomacy fanzines in the UK, for example, and some of these also run postal ver— 
sions of other commercial boardgames such as Kingmaker or Soccerboss. The really com- 
plex Diplomacy variants such as the infamous "Hypereconomic II" might qualify, though. 

Two-player board wargames are also well catered for by at least two groups: the National 
Games Club and AHIKS. I would include, however, more complex schemes such as postal 
USN or a multi-player SPI WWII using the two monster games. 

Miniatures campaigns would again depend on the complexity: two-player affairs entirely 
concerned with providing excuses for table-top battles would probably be out, multi-player 
versions with some economic, etc. factors thrown in would be in. Midgard, for example, 
was using Wargames Research Group rules as a basis for warfare and if battles took place, 
miniatures would have been used, but this was a minor part of the game itself. 

But - a large but - no hard and fast lines can be drawn here. 


Possibilities. What I originally proposed was a kind of 'clearing-house' for information on 
such games. This would provide a means for players and Gamesmasters to find each other 
for a start. If '<' wants to run an 18th century invasion of Ireland he advertises for players, 
while player 'Y' might be looking for na opportunity to lead a Greek City State against the 
Persians. 

Beyond this, GM's might be interested in exchanging information on how to run games. | 
know the original Midgard GM's could have benefitted from the previous experience of, say, 
Tony Bath's HYBORIA, had we known of its existence. This would be not so much a printing 
of such information in this newsletter but more a matter of passing round rules and such 
amongst GM's. What I would hope is that a similar 'clearing-house’ could be set up in the 
USA so that information could be exchanged across the Atlantic as well. 


Proposals. Next issue (of "Mail from Mordor") will contain such information as I've collected 
to date. What I require then is for people to say what games they'd like to play in, and pro- 
spective GM's to say what they'd like to try running. It goes without saying (1 hope!) that 
postal gaming is very much an 'at your own risk' field. If you pay a fee for a game and get 
ripped off there's nothing I can do beyond blackening the villain's name (and often that doesn't 
work...). 
There is also the matter of publicity. If you have any means of contacting other people 
who might be interested, I'd appreciate your making use of them ~ by a plug in a magazine, 
a mention at the local wargame club or whatever. 4+4+HP++ 
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\ WHITE BEAR & RED MOON 


So what is this new Fantasy game that's causing such 
a stir? White Moon Red Bear? Red White Moon Bear? What's 
going on? Pencils at the ready - let's get this straight. It's 
WHITE BEAR & RED MOON. The "White Bear" is Harrek the 
Ui Beserk, a legendary hero of Sartar who wears a bear-skin cape 
’ The Red Moon is a moon like any other except that sorre of the 
magical forces of the game draw their power from it and are strong- 
est ina full moon. 
The game itself is of the old AH/SPI wargames-type with unit 
counters and a hexagonal-gridded board, and players 're-enact' battles 
between the Lunar Empire and the forces of Sartar. The rules give plenty 
of background details which are irrelevant to actual play but serve to give the 
game a certain amount of depth. Units are all individually illustrated with little 


/ 
/ 
Ae /Ssillhouettes of infantry, cavalry, etc. - and very pretty they are, too! Apart from 


\—Yeonventional non-magical forces, each side has a number of magical units, some being 

simply wizards and others being special and unique to the world of Dragon Pass, such as 
the Crimson Bat, Sylphs and the Crater Makers. In addition there are a number of Indepen- 
dents: the Cragspider, the Inhuman King, Earth Shakers, Puppetters, Dinosaurs, and so on. 
The Independents may align themselves with either side. 

In a similar way to the AH/SPI systems, each unit in WB&RM has 4 factors: Combat, 
Movement, Magic and Range. In addition, many units have special abilities which are de- 
noted by all sorts of symbols on the counters themselves. For example, the Crimson Bat is 
a (4), 9, 6*, (2) unit (ie. Combat, Movement, Magic, Range), which means that: 

a/ It does not count in stacking 
b/ It may strike a wound against a Superhero (Superherces are killed by suffering 5 such 


ind: 
c/ It can fly, and therefore ignores terrain impediments and road bonuses wounds) 


d/ It has a 'special' magical ability, which must be looked up in the rules, and 
e/ It has an irregular use of its magical range. 

Most of the wierdo units, like the Crimson Bat, are given a few paragraphs of description 
in the rules as well, and in this case, the Bat is capable of energising nearby magicians -a 
great advantage - but it also requires a meal of two 'sacrifices' per Lunar Cycle! 


Eight optional scenarios are described in the rules, from the first (a basic game scenar— 
io involving no magical units) to the eighth, which uses all units. Although it was originally 
intended as a two-player game, a third player can control the Independents and multi-player 
versions are possible giving some players individual control over the more powerful of the 
Independents. Battles are resolved using a Combat Results Table (CRT) and time is recorded 
in phases of the Lunar Cycle, which affects the performance of magical units. 

The game is quite complex, having a 72-page rulebook, but excellent use is made of 
colour coding, which helps matters considerably. The units are grouped into different types 
by colour and the rulebook pages are also coloured so that, for example, pages dealing with 
the Lunar Empire are red, as are the Lunar Empire unit counters. It takes some time to 
get used to all the various symbols relating to special units, but when you consider how much 
information is stored on each unit counter, it's difficult to think of a more efficient method 
of coding it. Reference sheets are also provided to help simplify things. 

White Bear & Red Moon was invented by Greg Stafford. Although the rulebook is copy- 
righted in 1976, I'm sure I heard something about it last year; perhaps the first edition was 
published in 1975. It is the first in a series of 3 games based on the lands of Dragon Pass 
(the other two games are in preparation). It also has its own fanzine, "The Wyrm!s Footnotes", 
published regularly, which expands and develops the game. Although this is quite expensive, 
>t $1.50 an issue, a free copy can be obtained by anyone completing and returning a market— 
research-type card included with the game. Issue 1 answers players' questions, has an op— 
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EARTH SHAKER WIND CHILDREN 


DRAGONS (ISMLPHS 
(\ nh 
ticmall_new,' @ yas the original), has various articles on and 
around the j@me,|an sw jit counters: Hungry Jack (a giant Pumpkin!) 
and The Hyd 3 toget tl en r rules for incorporating them. 


has obviously taken some time to develop. Special men- 
try 


The iS,well thought out.dnd, 
tion mus' be made of the artw6nk bo hon the unit counters themselves and also in the rulebook. 
Most of this is by Steve Swenstoh and William Church, and it is superb. Conclusions? It's 
going to be a biggie! Yes, I know, we're bound to say that cos we sell the damn thing. OK, 
then — those of you who know Graham Buckell, D&D Supplement Critic-Extrodinaire, will know 
that he's a diffictilt man, to please, Here's what he had to say about the game... 

HSH 


Dear O&W, 

Ah well, you can't be right all the time! I found WB&RM to be quite an excellent game des— 
pite some faults which are to be expected in a game of this type. The CRT is vicious, with 
Defender Eliminated at 1:2 and Attacker Eliminated at 3:1. One can easily lose a lot of one's 
army with one bad die roll. Similarly, the Independents are nasty in that some of them, eg. 
the Dragons, can destroy large numbers of troops. But provided one is willing to accept these 
defects it is an enjoyable game. The magic, on sucha "grand tactical’ scale, has been handled 
well with the combination of ordinary artillery-type pieces and exotic powers, making it dif- 
ferent from a standard battle. The Independents add great interest and uncertainty to the game. 

We had one game at the Cambridge University Board Wargames Society (or the C.U. 

Board of War-games according to our cheque book!) where we had about a dozen players, with 
the more powerful Independents controlled by players, and the less powerful given in two's or 
three's. As Umpire, I played the Giants. No one knew anything about anyone else's exotic 
powers and no one saw the CRT. The Embassy system was thus replaced by a much more 
realistic Diplomacy system, the objective being for the Independents to be allied with the win- 
ning major power or to destroy all the major powers. Tarsh was fairly rapidly destroyed 
(partly thanks to a well-timed Hell Hound run) by the Lunar Empire and allies, but the Lunar 
Empire was ground down, in turn, by Sartar with a little help from the Dragonewts and others. 

A truly good game; definitely superior to any other Fantasy war-games I've played. 


++Graham Buckell++ 


WG = Way 


at FULHAM TOWN HALL, 
HARWOOD ROAD, LONDON SW6 
on Saturday, March 12, 1977 


WORKSHOP 
PRESENTS 


Fulham 


HOW TO GET THERE: “qprosday tube 


hile ee 
— Fulham Rd 
ccaceliia SSA = TOWN HALL 


DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 


ADMISSION : Adults 50p 
Children 25p 


TIME : 10,00am - 8.00pm 


{ STALLS * ADVENTURES * COMPETITIONS * 'BEST ROOM! PRIZE * FOOD * BAR () 
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adventures in DUUGEOULAND 


Several people have written in describing games and dungeons they have played in. Quite often 
these make interesting reading and three follow below. "Adventures in Dungeonland" will not 
be a regular feature on O&W (much to the relief of non—Fantasy gamers) — we're just a bit 
short of material this month! ++SJ++ 


D&D in Glasgow —- John Robertson 

The "D&D" venture at Glasgow went down tremendously. We averaged a party of 7 through- 
out the day, and the main difficulty was losing our voices. We hada set script, all typed out 
and covered with clear Fablon stuff, to enable things to be written on, if necessary. The 
dungeon was assymetrical, thus enabling the scenery to be prepared beforehand and all the 
monsters, dangers and treasure was scripted as well, enabling the Umpire to be relieved as 
and when the occasion arrived. The only difficulty was that we still tend to be underestimating 
the capacity of the players and they insist on slaughtering th opposition. However, that all 
adds to their fun. We even devised a scheme whereby one player dropped through a trapdoor, 
which only opened when he stood on it, and fell into a small room, from which he could not 
escape until another 4 moves had passed. At that point the others were in a passageway and 
two IDENTICAL figures appeared, one from the right-hand wall and one from the left-hand 
wall, and the missing player was informed that he had just found a secret door into the pas- 
sage. It caused some confusion, since no one apart from the Umpire knew which was the real 
one and which was the "Doppleganger". Regretably, the main party solved the problem by 
killing both of them. 

Another cause of hilarity was when one party found a 'Bag of Tricks'. When they were 
attacked, a Jackal was produced, which insisted on killing every monster they encountered. 
It quickly earned itself the nickname: "Truffo the Wonder Dog" and that party eventually 
sauntered through the dungeon, with Truffo well in front, knocking off the opposition. All in 
all it was a very enjoyable event and "D&D Schools" are going to be started in Edinburgh and 
Glasgow shortly. 


Postal D&D - Graham Buckell 

The postal game has been in a lull for several weeks for I know not what reason. Five 
people are still supposed to be playing. David Tant finished without exploring most of the 
dungeon. For a somewhat complex set of reasons, a climatic battle occurred about two miles 
away against 3 magicians, which he only narrowly won. In contrast, Nicky Palmer worked 
right through the dungeon having several interesting adventures. Early on, some of his 
actions lost him the trust of his party (admittedly I helped stir it a bit!) leading toa mass 
walk-out by six mediums. He linked up with a wandering lawful wizard and party. This proved 
a mixed blessing, eg. he used the last wish from his 'Ring of Many Wishes' raising the wiz—- 
ard shortly before his superhero paladin died! The same encounter that used the last wish 
also saw a rod of cancellation reach the paladin's sword of sharpness. His climatic battle 
was with two dragons and one flamed Nicky's sorcerer (the leader) to death! Despite a con- 
stitution of 18, they failed to raise him (I rolled 100!) and all wishes were gone. The rem— 
nants of his party plus the wizard & co. safely emerged with good treasure, but Nicky was 
past caring! 


Petal Throne —- John Woodhouse 

D&D is now really taking off in the UK, it seems, and rightly so - soa more expensive 
copy with unfamiliar monsters and Magic-Users and Clerics being practically identical would 
not be expected to be any good. However, I think that being given a 'world' with maps and his- 
tory gives depth to the garre and the advantage of foreign affairs (wars) for the GM to develop. 
Starting the players ina city gives a lot of potential, with libraries, extensive markets & baz— 
aars, slave markets, temples, prisons and gladiatorial arenas. Also players can rise in soc— 
ial status to match their 'level’, unlike D&D where the only rise in social status is to kill the 
local lord and take over the village briefly before the army turns up. 

Anyway, most of my players are employed by a local noble in Jakalla who has a lot of 
mysterious friends among the Priesthood and collects magical items whilst systematically 
Wiring out his family to get their fortune. One player is now his chief wizard who is currently 

(Contd. page 11) 
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f by Martin Eateries A 
RYH CHRONICLE yarns 
(Johr'Van De Graaf, 37343 - Aes wmauat 
Clemens, MI 4eous, USA — 80g + postage) | uf 
The atcount of D&D adventurgsyin ‘the | | 
campaign}\@M"di by John. It is bas 
ded to keep players 
penings in his world. 
but could be useful if you intend 
campaign\instead of jUst a dungeons 


tly inten- 
up to dat&\With the hap- 


No new ru mo 


1 running 


ARUMS & EXCURSIONS 
We Gol 2471 Oak St, Santa Monica, 
ifornia 90405, USA — + postage) 

This is an APA (Amateur Press Associa-— 
tion), a type of fanzine prevalent in SF cir- 
cles. Material is supplied by about 40 DM's 
who each write their own zine. All of these 
are then collated together to make up A&E. 
Content varies from good to rubbish. Recom— 
mended: to people interested in fanzines in 
their own right rather than the pure D&D 
fanatic. To get the benefit of this type of 
zine you should be a contributor rather than 
just a reader. Issues generally average more 
than 100 pages. 2 


Cal- 


THE DUNGEONEER 
(Paul Jaquays, 3105 Dorothy Lane, Spring 
Arbor, MI 49283, USA) 

Litho printed (the other two fanzines are 
duplicated). 12 pages of digest-sized photo 
reduced articles and artwork. Monsters, 
magic items, rule suggestions and a com- 
plete mini-dungeon in each issue. The stan— 
dard of contributions is as good as "The 
Dragon". Price was $1 per issue but between 
Post Offices and exchange rates this may 
have changed. 


Pro Zines 


PURSUE & DESTROY 

(First Echelon Publications Inc, 10018 Cars- 
well, El Paso, Texas 79908, USA. 56pp Bi- 
monthly @ $1.75/Issue) 

P&D calls itself "The Magazine of Com- 
bat Through the Ages" which indeed it is, 
vith over half its space dedicated to articles 
on military history. Vol.II No.1, the only 
copy we've received, also has reviews of 
Shanandoah, Eagles, General Quarters and 
Lensman, together with a page on Diplomacy. 


10 


reviews 


Nothing outstanding, but OK if you're a mili- 
tary historian. I'm not. 


THE SPARTAN 
(Box 989, Bellflower, California 90706, USA. 
42pp @ $3/Issue) 

A well put together wargames magazine 
which also contains a game — or at least no. 
10 does; it's the only one we've received. A 
couple of articles on tabletopping, a reviews 
page, additions to their "Warlock" game, and 
"Banzai! Blitz!" -a complete AH/SPI-type 
game — are in Issue 10. Rather expensive, 
though. 


FIRE & MOVEMENT 

(Baron Publishing Co, P.O. Box 820, La 
Puente, California 91747, USA. 42pp Bi- 
monthly @ $1.50/ Issue) 

Somewhat cheaper than the other two and 
of similar quality, F&M contains historical 
articles and game reviews. No.1 contains an 
extensive report on "Tobruk" and reviews of 
"Von Manstein" and "Chaco". Not much else, 
though, but the reviews are well-written. 


English Zines 


LEVIATHAN 
(Clive Wardley & others, 30 Blagdon Rd, 
Lewisham, London SE13 7HH. X%p per side) 
Undoubtedly the best games zine to hit 
Britain since Chimaera and the 'super impro- 
ved' News from Bree. In the main, Leviathan 
reports on games run by its merry bunch of 
associates, including D&D, War of Wizards, 
Petal Throne, Boot Hill (now you see why I 
recommend it so highly!), En Garde! , Diplo- 
macy and Kingmaker. Also reviews, news and 
letters. Altogether excellent value for its low 
price. 


RATS LIVE ON NO EVIL STAR (very clever, 

Peter) 
(Peter Swanson, 6 Welford Place, Wimbledon, 
London SW19 5AJ. %p per sheet) 


A Diplomacy-only zine. The first two issues 


contain Dippy article only but games have prob- 
ably started by now. Peter has done a lot of 
work for UK Diplomacy and the NGC and des- 
erves supporting! 


ESO 


the SR index 


For those of you unfamiliar with the publication, "The Strategic Review" was TSR's 
house magazine. It lasted for 7 issues from Spring 1975 to Spring 1976 and contained articles 


on their own games. Earlier this year, it was 


superceeded by 2 new magazines; 'The Dragon" 


(which deals exclusively with Fantasy games) and "Little Wars" (dealing with Wargames). As 
promised last issue, we have prepared an index to the Fantasy articles in SR. Note that in 


the following index, figures stand for Issue and Page No. eg. 


A. DUNGEONS & DRAGONS 


'3:4' = Issue 3: Page 4. 


D&D ARTICLES 


"D&D is only as good as the GM" 
The D&D Magic System 

Greyhawk Corrections 

Hints for D&D Judges - Towns 

The Meaning of Law & Chaos in D&D 
Monster Reference Table Additions — 


Hostile and Benign Creatures SAGE: 
Questions Most Frequently Asked About 
D&D 12:3, 
Solo Dungeons Adventures eo! 
| Sturmgeshutz & Sorcery = 5:3 
Thief Bonuses for Dexterity = 7:19) 


“B. FANTASY GAMES OTHER THAN D&D 
ARTICLES 


Dwarves & Clerics in "Dungeon!" - 6:13) 
To the Everlasting Glory of Petal 

Throne STC 
Tsolyani Names Without Tears - 4:7 
War of Wizards Solitaire - 6:10 
War of Wizards Update = 6:9) 


+tWe still have copies of all back issues of 


Strategic Review. Nos. 1-6 are 45p ea. and 
No. 7 is 60p. SJ++ 


ADVENTURES IN DUNGEONLAND 
(Contd. from p.9) 


working on an ingenious and deadly weapons 
system. We have someone trying to kill off 

the master-at-arms in order to gain promo- 
tion, persons wanting to start the great fire 


of Jakalla, etc. Meanwhile, the Emperor is 
about to die of old age with all the political 
parties trying to make sure that his succes— 


NEW CHARACTER CLASSES 

Bards os 
Illusionists 

Rangers — 2:4 
CREATURE FEATURES 

Catoblepas -7:15 
'Clay Golem - 4:10 
|Denebian Slime Devil = eile) 
|Ghost 3:2 
Leprechaun — 3:2 
Lurker Above (372) 
Mind Flayer Sake 
Mind Walker mse 
Naga - 3:2 
Piercer 7 - 3:2 
|Rakshasa — 5:14 
| Roper 2:4 
Shambling Mound = 
Shrieker - 3:2 
Slithering Tracker — 5:14 
Trapper = 5:14 
Yeti - 3:2 
MIGHTY MAGIC MISCELLANY 

Barding Harps - 6:12 
Brazen Bottle = 7/8111) 
Cup & Talisman of Akbar Stila 
Toun Stones - 4:10 
Prayer Beads SASF 
Robe of Scintillating Colour = BEY 
Staff of the Priest Kings = Ll 
| MAPPING THE DUNGEONS 

(D&D news and a listing of Gamesmasters) 
He ch 5:7 6:10 TERT 


sor is the particular heir they sponsor. Up 


north, of course, there are border incidents 


| New at the Wertiee 
Percentage dice set (2) 


| Average dice set (2) 
Fantasy Figures 

| We now stock Minifigs "Mythical Earth" 
and "Sword & Sorcery" ranges. 

|_ Please send SAE for details or call in. 


..-30p +6%p p&p] 
..-25p +6%p p&p) 


and the country of Yan Kor may well declare 
war... In short a lot more action than the 
usual sleepy D&D wastelands. 


